Shotguns by Shadow 


Inspired by the unsigned version on Google Docs. 


Shotguns are, in one form or another, probably the oldest form of firearm known to transhumanity; a 
handheld bamboo cannon firing a Load of rocks from the bore would produce a spray of lethal shrapnel akin 
to a shotgun blast. 


Shotguns are mostly a defunct technology in the time of Eclipse Phase. Shotguns are noted for their 
exceptionally poor performance against kinetic armor; even light kinetic armor accessible to literally 
everyone with a CM or a pocketful of credits to spend will render most shotgun loads extremely ineffective, 
and compared to other available, and still-effective weapons, shotguns fire bulky, unwieldy ammunition. 


Nevertheless, shotguns remain a part of Transhumanity’s heritage, mostly of its American heritage, and 
there are still people who know how to make them. Most shotguns made these days are show-pieces rather 
than practical weapons... But not all. And shotguns do tend to have a few things going for them that other 
weapon systems find hard to get going. 


Shotgun Rules 


Shotguns are kinetic weapons, operated with the Kinetic Weapons skill, and the [Shotguns] specialization. In 
this day and age, very few people specialize in shotguns. Even when firing unusual or specialized loads, this 
remains the case. 


The following rules apply only to standard shotgun loads - slugs and shells - unless otherwise noted. 
Specialized ammunition has its own advantages, but they often lose the advantages (and in fairness, 
disadvantages,) of standard shotgun rounds in the trade-off. 


Armor Penetration 


The main problem with shotguns is their terrible armor penetration; shotguns are made to fire a Lot of little 
espheres of nice, soft, dense metals, like lead, or fire one gigantic chunk of the same metal. This is brutally 
effective against anyone and anything which does not have the benefit of kinetic armor, but as armor values 
increase, the effectiveness of a shotgun drops off precipitously. 


Shotgun AP values are a positive multiplier to the armor a target is wearing. Note that O multiplied by any 
number is still zero. Otherwise, multiply the target’s Kinetic armor by the listed value (round up) before 
subtracting damage. Even a simple set of armored clothing and bioweave armor will render a shotgun 
notably less effective. 


Devastating Weapon 


Shotguns concentrate a lot of damage in a surprisingly small area. People used to playing AR and VR games 


expect shotguns to go off with a spread of shrapnel like a frag mine set off from the end of a stick, and to 
have damage akin to arcane magics at point-blank range, and cotton candy at ten meters. 


Neither of these are the case, but shotguns are notably brutal against those targets which they are at all 
effective. Against a target within Medium range or shorter, which does not have any armor, any hit at all 
with a shotgun inflicts an automatic Wound, in addition to any Wounds which the damage dice themselves 
call for. Note that this rule is the effect of the disruption of multiple organs and/or vital skeletal structures 
from the rapidly-expanding impact of the soft shot or slug, and will not be effective against targets which 
have neither. (Shredders fail to achieve this effect because they dramatically overpenetrate just about 
everything, and make very small holes.) 


Shell Spread 


Shotgun shells, firing a load of shot, don’t spread as dramatically as popular AR or VR games would have 
you believe, but they do spread. They follow the Cone area-attack special rule, found in Eclipse Phase pages 
193-194. At short ranges, the attack effects one target; at medium range it effects 2 targets within a meter of 
one another, and at long or extreme ranges it effects 3 targets within one meter of the next. Short-ranged 
attacks deal #IdIO damage, and long and extreme range ones deal -IdlO damage. 


In My Game 


The increased damage from firing a shotgun shell is considered the same damage bonus as the increased 
damage for burst or full-auto fire. It stacks fully (a full-auto burst of shot at close range will deal #4dIO 
damage,) but it is affected by the Hardened Armor Rule house-rule, making it highly ineffective against 
armor. For the purposes of determining whether armor is Hardened or not against shotgun shells, shotguns 
are considered to have an ‘invisible’ armor penetration value of 5. Thus, an armor rating, after adjustment, of 
10 or more, will entirely negate the cone damage effect on its own. A burst plus shot will still deal #IdIO 
damage, unless the total adjusted armor value is I5 or greater, at which point it literally does not matter how 
much extra shot you put on the target, even if you’re firing full-auto, and you’d be better served firing 
semiautomatic. 


Brutal Impaet 


Shotgun slugs are very large solid slugs of soft metal impacting at extreme velocity, and designed to tumble 
and expand quite rapidly. The damage these can inflict is quite devastating: at short and medium range, 
increase the damage of the weapon by +7. If for some reason you're firing a shotgun slug in a vacuum, 
increase the damage at all ranges by +7. 


Brutal Impact has little effect against targets which have no vital organs or skeletal structure (or analogous 
synthetic components) to damage. Against such exotic targets, shotgun slugs only increase weapon damage 
by +2. 


Tube Magazines & Manual Re-6oeking 


Some heritage shotguns (and on rare occasion, rifles,) feature tube magazines, where projectiles are loaded 
individually through a port in the weapon, and sometimes they feature a manual re-cocking mechanism, such 
as a lever, single-action hammer, or a pump. These are in all cases strictly inferior to magazine fed automatic 
loading weapons. 


When reloading, tubular magazines load COO + 20 (minimum |) rounds per complex action spent reloading. 
If the ammunition is held very near to the ammunition port, such as in fabric loops on the side of the weapon 
itself, or in a box next to the weapon in a prepared firing position, COO + 10 rounds are loaded per complex 
action spent reloading. 


Manual re-cocking mechanisms (Shotgun pumps, lever-action rifles, single-action hammer revolvers,) allow 
for semiautomatic rates of fire, but the second shot suffers a -IO penalty. 


Fortunately, this shouldn’t be a problem for most characters, unless they’re participating in an historical 
simulspace game or are forced to do battle with a museum piece. Modern shotguns are fully capable of 
magazine-fed automatic and semiautomatic fire. 


Double-Barreled 


Although largely a defunct mechanism in the 2140s, some shotguns were manufactured with two barrels 
rather than a magazine. Reloading these weapons is quicker than reloading a tube feed, about as quick as 
changing a magazine, and the barrels may be fired individually, or together. If both barrels are fired 
together, resolve two separate attacks on the same target with the results of one attack roll - a very risky, but 
potentially very deadly, way to attack something. 


Rail-Shotguns? 


Ina word? No. 


In more than one word, for shotguns to achieve the effects they achieve, the ammunition they fire needs to 
be a very soft, dense, yet solid metal, like lead, or gold, and it needs to complete an electrical circuit 
between the rails of the weapon. Shotgun loads are entirely unsuited to these applications. Some have 
experimented using shot-cups of appropriate materials to accelerate the shot or slug to speed, but these have 
delivered largely unsatisfactory results, and against anything which is worth using a railgun to kill, you'd be 
better served by bringing a rail autorifle loaded with AP, since it's probably heavily armored. 


For now at least, shotguns are a strictly propellant-based weapon. 


Smart Ammo? 


Ina word: Yes, but mainly for slugs. Shotgun pellets are too small for smart ammo options to be loaded into 
them, but slugs are generously large, far moreso than standard ammunition, and guite happily take any 
number of smart ammo options. 


Bursts and Automatic Fire 


Shotguns universally have dramatically fewer rounds available to them and fire slower than standard rifles. 
This is okay, though, as shotguns are firing quite a Lot more projectile per discharge than rifles. A shotgun’s 
burst is only two rounds instead of three, and a shotgun long burst - IE, full auto fire - consumes five rounds. 


A Selection of Shotguns 


Shotguns can be classified as light, standard, and heavy, roughly corresponding to the old American 
measures of 20 gauge, |2 gauge, and 8 gauge, respectively, and they may also be classified by barrel length, 
ranging from long, to standard, to short, to even virtually no barrel whatsoever, which dramatically impacts 
the range of the shotgun, and (if tube-fed,) the ammunition capacity. 


You can thus fairly readily configure a shotgun to suit your needs by choosing a barrel length and size, 
slapping ona receiver, and fabricating ammunition to fit. 


Note: Modern shotguns are assumed to have a smart choke by default, giving you the optimal spread pattern 
at the range of your target, or no choke whatsoever, allowing for slug, shell, and specialty ammunition to be 
fired from the same barrel interchangeably. They are also assumed to have a smartgun link and smart safety 
by default as well, the same as all other default weapons in Eclipse Phase. 


Shotgun Range Table 


Barrel Length Short Range |Medium Range (-10) ILong Range (-20) [Extreme Range (-30) 
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Short Om 15-35m 36-50m 50-70m 


Shotgun Damage Table 


Note that the damage values below assume a shotgun shell impacting at medium range; adjust as appropriate 
for actual combat conditions or the use of slug ammunition. 


Barrel Diameter Armor Penetration Damage Value Average DV 
light e 2 DN 
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Hunting Shotgun 


Designed to bring down game in Earth’s few remaining hunting grounds, this hunting shotgun is seeing some 
renewed use in hyperelite gaming parks and exoplanets where the local fauna is digestible. The hunting 
shotgun is a Long-barreled light shotgun feeding from a wide, flat overbarrel tube magazine holding ten 
rounds, that can be replaced wholesale like any other magazine, or reloaded in-place like a normal tube- 
feeder, designed to strike a balance between the number of rounds that can be carried in one magazine and 


usability whilst crawling prone through the bush. [Low] 


Standard Shotgun 


If anything can be called a standard shotgun, this one can: a Standard barrel in both Length and bore, with a 
ten-round box magazine. It was said, in centuries past, that if a person could only afford to have one firearm, 
they should have a shotgun much like this one. If you don’t have reason to expect that anyone or anything 
you have occasion to shoot at will have significant quantities of armor, that’s still good advice. [Low] 


Combat Shotgun 


The term ‘Combat Shotgun’ is a bit of a misnomer, as in almost all cases involving actual combat against 
determined foes, you’re going to be shooting at targets who have sufficient armor to make this weapon 
extremely ineffective. But every now and then, you find a situation where a large number of unarmored 
targets present themselves. This kind of situation - riots and the hypothetical zombie uprising - is the kind of 
encounter the short-barreled, heavy gauge, twelve-round box combat shotgun Lives for. [Low] 


Streetsweeper 


A classic design, the Streetsweeper is a no-frills, no-barrel shotgun designed to engage targets with standard 
shotgun shells at close range, firing from a six-round box magazine. It is easily concealed under a coat, and 
has a total length of less than a meter with the stock folded/removed. [Trivial] 


Midgard Arms Jotunnjeger 


Produced by the same anonymous Titanian armaments designer who produced the Jormungandr and 
Dragonslayer, the Jotunnjeger, or “Giant-Hunter,” is a shotgun with teeth. It features an upscaled and 
modified version of the revolver cylinder on the Jormungandr, designed to hold unique 7-gauge shotgun 
shells. This complicates logistics, as 7-gauge shells are not the same as those fired by other heavy shotguns, 
but some find the increased damage worthwhile. The Jotunnjeger, as with all other Midgard Arms designs, is 
distributed with an Al driver to allow the end-manufacturer to slap a wide variety of cosmetic and 
ergonomic modifications on the weapon without needing any particular skills of their own. 


As with the Jormungandr, the Jotunnjeger's cylinder - which has a capacity of 8 rounds - is a smart magazine, 
able to rotate to fire any cylinder at will, and it is incompatible with the enlarged magazine modification. 
There is only slight difficulty upsizing speciality ammunition for use in the Jotunnjeger. [Moderate] 


Go-NIN TASKMASTER 


It says something about Go-Nin that when their plans for this weapon leaked early, they actively capitalized 
upon the leak as a form of viral marketing. The Go-Nin Taskmaster was designed from the ground up as a 
weapon meant to instill terror and compliance in the system’s most desperate instantiated indentures, those 
worked in brutal and oppressive hard labor positions. Marketed to slavedrivers, labor camps and prisons, the 
Go-Nin Taskmaster is built for the simple purpose of being the most portable and convenient weapon with 
which to brutally put down anyone who has absolutely no access whatsoever to armor, a weapon designed to 
terrorize and enforce compliance in populations of people who are already captives. 


It's quite an effective weapon in its role; light shotgun shells are still brutally effective against unarmored 


targets, able to put down a Flat with ease, and a case or Splicer with only somewhat less ease. (More ease, if 
the Case in question has been intentionally manufactured with softer, less durable materials than usual, 
which is saying something for a Case.) Lightweight, with a handy short barrel, no stock and a combat grip, it 
fires from a twelve-round box magazine. The Taskmaster features an advanced Shock Safety system, which 
can be configured to shock unauthorized attempted users, to stab their hands with spikes (which may inject 


the chemical of the user’s choice,) or to explode in their hands like a frag grenade, or any or all of the above. 
[Moderate] 


Organization Habsweeper 


The plans for this particular weapon were designed under contract for the Lunar-Lagrange Alliance Civic 
Organization by an Extropian arms house. The LLACO came into a dispute with the Extropian arms house 
when they attempted to claim that their contract gave them sole manufacturing and distribution rights over 
the blueprints; the Extropians pointed out their contract, which had no such stipulations (and noted that 
they would not have signed a contract with such stipulations,) and suggested that if the LLACO had a 
problem with that, they were free to take the matter up with the named arbitrator. 


Nav Garson is not a man who takes being told “no” very well. He sent a hit squad for the stacks of the 
designers and all their data. Unfortunately, Nav Garson is also not a man who understands any of the solar 
system beyond the habitats of Earth’s orbit very well, and he doesn’t like to hire outside hit men to handle 
matters of Organization honor. His hit squad didn’t even make it to their targets, as they failed to purchase 
any kind of a security contract, thinking that they were tough guys who could protect themselves, and were 
jumped by Extropian toughs looking to score some fast cred. Their egos wound up sold to ID crew, who 
interrogated them, found out who they were and what they were doing on Exotropia, and decided to 
embarrass Nav Garson by publicizing their mission and putting the egoes up for auction. The LLACO, in 
what was most definitely not their finest hour, had to buy back the egos of their own goons, and the 
Extropian design house vengefully open-sourced the Habsweeper’s blueprints. 


The Habsweeper is a modern update of the classic (and still widely-available) streetsweeper type of shotgun 
design. With almost no barrel to speak of, it has very little range, but it wasn’t intended for use in places 
with long firing lines in any event. It uses the Midgard Arms Jétunnjeger’s cylinder (appropriate attributions 
are in place in the blueprint files,) and fires heavy shotgun rounds. Far from denouncing the weapon, 
Midgard Arms released a patch to the Habsweeper’s blueprints that upgrades them with the Midgard Arms 
cosmetic and ergonomic enhancements Al. The Habsweeper also features a barrel flared dramatically on the 
horizontal axis, further decreasing the weapon’s range, and dramatically increasing its spread, allowing for 
multiple targets to be struck at very close ranges. (The Habsweeper uses its own, custom, range profile.) 
Also, owing to its flared barrel, Bad Things can happen if the Habsweeper is used with ammunition other 
than shotgun shells. [Low] 


Barrel Length Short Range Medium Range (-10) [Long Range (-20) (Extreme Range (-30) 
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“The Hunting Shotgun's tube magazine is detachable and may be replaced with another loaded Tube 
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magazine, or reloaded in place like a standard tube magazine. 


Standard Shotgun AMMO 


Both shotgun slugs and shotgun shells have a cost of [Trivial] per box of twenty rounds. 


Shotgun shells cannot use smart ammunition options. Conversely, shotgun slugs may use all standard smart 
ammo options. 


Special AMMO 


The big advantage shotguns have over standard guns, other than their brutal effectiveness against wholly 
unarmored targets, is the size of the projectile they’re chambered for - which translates to a lot of space into 
which one may engineer some specialty rounds. Almost all of these special ammunition types come in the 
form of Slugs, so unless otherwise stated (or the ammo type is obviously not a slug,) Smart Ammunition 
options may be combined with them. Also unless otherwise stated, listed costs are per box of twenty. 


Note: If a specialty ammunition has an AP mod (for instance, AP ammo, ) subtract the target’s base armor by 
the special load's AP modification (or add to it, as appropriate,) and then multiply by the shotgun’s AP 
multiplier. If it’s a specifically armor-penetrating type of round (for instance, AP ammo, ) then do not 
multiply by the shotgun’s AP multiplier. A shotgun slug AP round is a potently powerful penetrator. 


Some types of special ammo aren’t possible, or are redundant, with a shotgun. If it isn’t listed here, it can't 
be done, or isn’t done because it’s pointless. 


Armer-Piereing 


Shotgun slugs can be manufactured in the form of an armor-piercing tungsten-carbide penetrator, with the 
expected results. (Low) 


Big Shock Slug 


The big brother sleeved into a bruiser of standard firearm zap rounds, shotgun-sized Shock rounds dump 
enough electricity into a target to potentially disable, or at least temporarily inconvenience, even 
synthmorphs. It can also trigger fatal heart attacks in Flats and other morphs which have weak hearts, which 
is either a bonus or renders the round unsuitable for use as a less-lethal incapacitating load, depending on 
whether or not you’re located in the Jovian Junta. 


Against normal-sized synthmorphs, Big Shock Slugs have the same effect that regular Shock rounds have on 
biomorphs. Biomorphs unfortunate enough to be struck by a Big Shock Slug roll against their [DUR + 2] + 
Energy Armor, and those without Basic Biomods or which have specifically weak hearts must roll against 
DUR x 3 or immediately go into a potentially-lethal cardiac arrest which incapacitates them totally and 
requires immediate medical treatment. (Medichines can arrest and reverse the event, but the victim will still 
be incapacitated for at least an hour.) Large synthmorphs roll against [DUR x 2] + Energy Armor, and if the 
total against which they’re rolling is greater than 100, they are entirely unaffected by the Big Shock Slug. 
[Low] 


Bug 


Bugs fired from a shotgun are pretty noticeable when you get hit from one, but they work just fine, partner. 
They’re best used on vehicles, since they can latch on and hold tight, and you can equip them with any 
sensors you want to. Otherwise, you can use ‘em just like standard Bug rounds. Bug rounds have Mini-sized 
transmitters, and have Armor 14 and DUR 2, with a WT of 2, and they hold on so firmly (with meta-adhesive 
and traction grips,) that often it’s easier to shoot them in place, or cut off the piece of armor they’re 
attached to, than to remove them properly. [Low + the price of any sensors.] 


Flax 


As with Flux rounds for standard weapons, Flux rounds for shotguns can be programmed on the fly to 
function as either a standard shotgun load, or to function like the less-lethal plastic rounds. The user may 
choose which type to fire at the time of firing. Flux rounds for shotguns are available as shell or slug. [Low] 


Gel-Capsule Shell 


Just like with standard Capsule rounds, you can load these shotgun shells with a payload (drug, toxin, 
nanobots, whatever,) if they penetrate. Unlike standard Capsule rounds, you can fit three doses in these! 
You can use this at range to hit several people in an area with one dose, or to treat the poor sumbitch in 
whose face you and your shotgun are all up to three doses all at once. Or you can mix it up, to dose him with 
one dose of three different substances, but this'll probably have a reduced effect at long range. You can also 
make one big gel-cap, like a slug, for triple-dose delivery at range, if you prefer.[Trivial plus payload cost.] 


Grenades 


The larger shotgun bores aren’t much different in size to that of microgrenades, and historically some 
grenade launchers have been designed that look an awful lot like dramatically-oversized shotguns. It took a 
surprisingly long time for someone who had a shotgun and a fabber and found a need for heavier firepower 
to put two and two together and realize he could launch microgrenades out of a shotgun, but that time did 
come. Only shotguns with heavy and standard bores may fire microgrenades. 


All standard grenade types, at microgrenade sizes, can be made into launcher grenades, and because of their 
direct fire nature, HEAP microgrenades are possible. Unlike with actual Seekers, however, there isn’t 
enough to work with to add Smart Ammo options to specialty grenades fired from shotguns. [As Grenade 
per I0] 


told 


Gold, partner. On Earth, folks would kill each other with shotguns over this metal. Once one of the most 
valuable metals known to man, nowadays it’s so damn useless outside of its aesthetics value that it’s 
frequently used as space-ship ballast. You can also load it into a shotgun, to kill folks with. 


Gold is almost twice as dense as the traditional lead and similarly-dense smart materials, and packs more of a 
whallop, but loses energy to gravity faster. Increase the DV by +2, this stacks with the DV increase from a 
slug. On the surface of a body with an appreciable gravitational field, reduce the Medium, Long, and 
Extreme range categories by |/2. [Low] 


incendiary Shell 


A very old speciality shell, the Incendiary shell, colloquially referred to as “Dragon’s Breath” for two 
centuries, fires a roughly 30m gout of flame, courtesy of igniting densely-packed magnesium pellets, shards, 
or flakes. This gout of flame is intense but brief, works just fine in vacuum thanks to modern incendiary loads 
carrying their own oxidizer, and is either really, really cool, or absolutely terrifying, depending on whether 
or not you’re on the business end of the barrel. For obvious reasons, this is very not recommended for use in 
space habitats, or really, anywhere you have the slightest reason to fear a raging inferno might be ignited, 
but when you need to Kill it with Fire and don’t have a hypergolic hydrazine flamethrower handy, they'll 
do. 


Dragon’s Breath shells deal 3dlO fire damage with a -4 armor penetration value no matter what size shotgun 
they’re fired from. On an Excellent Success, the target is set on fire. Because of the low pressure of the 
round, it is absolutely unsafe to even chamber a second round of this nature before the barrel has fully 
cleared and the magnesium has burnt out, and smartguns will not allow you to do so. Idiots who override this 
function and try to fire incendiary shells at burst or full-auto rates of fire invariably learn that mostly bad 
things happen to people who try this. 


(Any failed rolls made to fire a semi-automatic double-tap or a burst of incendiary shells which fail become 
critical failures. Any rolls made to fire a full-auto long burst of incendiary shells which are not a critical 
success become critical failures. Moxie may not be spent to negate these failures. You have been warned.) 


[Low] 


Jammer Slammer 


The big brother of standard firearm jammer rounds, the Big Jammer Slammer as it is fondly known is the 
second best thing to an EMP grenade when you want to completely cut that guy off from the mesh. (Unless 
he’s in a densely-packed area with meshed devices closer than IOm together, in which case it's better.) Little 
more than hardened, redundant radio components and just enough electronics hardware for a powerful, 
specialized radio-jamming Al, the Jammer Slammer round sticks firmly to the target, with a combination of 
adhesive and traction pads, and begins jamming everything in range. And considering that this device is a 
Miniature radio source instead of a tiny bug, that’s a large radius of jamming. 


Jammer Slammers can be instructed to jam everything, only a small subset of things (for example, the comms 
of the Ozma team you're in a firefight with, but nothing else,) or to jam everything except a small subset of 
things (for example, your own team’s comms.) The onboard Al has Interfacing 40 and Academics: Electronic 
Warfare 80, so it makes its opposed Interfacing rolls at a massive 70. The shell itself has 14/14 armor and 10 


DUR, with a WT of 2. This is important, because the opposition is likely to try shooting it to disable the 
jamming, if they can. Additionally, Jammer Slammers are typically designed without any remote external 
interface, so as to prevent remote hacking, and to physically disconnect their external access port once fired, 
to prevent hardline hacking, but skinlink type nanites can still establish a connection. Once fired, these fire- 
and-forget jammers operate until destroyed, or rarely, until their battery runs flat in | hour. Less commonly, 
they may be instructed to operate for a specific amount of time and then switch off, or even to be fired, and 
wait for a specified amount of time, and then switch on. [Low] 


Knockdown 


Sometimes, you need to knock an ornery mother on his ass, and want, or need, to use mechanical force 
instead of fancy-schmancy shock rounds. That’s where Knockdown rounds come in: some sort of super-soft, 
yet dense material, designed to transfer all of its energy to the target instead of penetrating them and 
transferring its energy to their innards, Knockdown rounds have been known as beanbag rounds, flexible 
baton rounds, and a host of other types. They all have the same intention, though: Knock ‘em down. 


Make a Kinetic Weapons attack roll as normal. The more armored the target is for this, the better, since if 
they're unarmored, there’s a chance this round, intended for less-lethal use, might penetrate and cause some 
actual harm. The poor sumbitch you're pointing the barrel at resists with their [Current DUR + 2] + SOM, 
wound penalties apply, double their current DUR and SOM if they’re Large size. (Yes, this will frequently 
mean they’re rolling over I0O. It’s hard to knock a Bruiser on his ass, let alone a Daitya, with a shotgun 
beanbag!) If they’re particularly well-anchored (for instance, traction boots,) they gain a +30 bonus on their 
resistance test. If you succeed, they’re knocked back by | meter, plus | meter per I0 MOS. If you achieve an 
Excellent Success of 30+, they’re knocked back and knocked prone. [Trivial] 


Laser Slug 


Wait, what? A Laser shotgun shell? It’s more Likely than you’d think, partner! 


See, sometimes you have the problem that you need to deliver energy damage to a target, and for your own 
reasons don’t want to use a Dragon’s Breath shell. Maybe the target’s fireproof, or maybe you don’t want to 
get up close and frisky with it. Either way, for those times, you have the Laser shell. The laser shell fires a 
small, one-shot laser emitter, that discharges itself a few instants before it hits the target. This hits with, 
well, all the force of a laser pulser, which admittedly isn’t much, but if you absolutely, positively need to 
fire a pew pew laser at someone and you're completely hopeless with firing pew-pew lasers, you can use a 
Laser Slug to get some delicious laser-based energy damage on-target using your Kinetic Weapons skill! This 
deals 2dl0 Energy damage to the target, same as a single shot from a Laser Pulser. And no, it can’t do the 
laser stun. [Moderate] 


Plastie 


Plastic ammunition is designed to hurt, but not wound targets, and is traditionally used for crowd control 
purposes. An even older, and more traditional, form of less-lethal shotgun load with the same intent is rock 
salt, which has the same stats and effects. Rock salt and Plastic loads from shotguns are also finding renewed 
use in their original purpose on exoplanets, to encourage inquisitive but nonthreatening xenofauna to find 
somewhere else to be. Plastic rounds may be shells or slugs, traditional rock salt may be shells only. (Even if 
you compress it into a slug, it would shatter into shot on firing.) [Trivial] 


Threatening xenofauna are better encouraged to depart with standard shotgun loads. Please don't make the 
mistake of shooting a mindlessly aggressive berserker type animal with rock salt. 


Reactive 


The same effects as standard Reactive ammunition. Reactive ammunition may be shot or slug. [Low] 


Reactive Armor-Piercing 


The same effects as standard RAP rounds. RAP shotgun loads may only be slugs. [Moderate] 


Regular Shot or Slugs 


Extensively covered previously. Some kind of heavy, soft, dense metal meant to put holes in folks. Lead is 
traditional, but you can make a more environment-friendly substance that has about the same density and 
malleability if you want, easily enough. [Trivial] 


Shredder Shells 


The concept behind the Shredder has its origins in specialized flechette ammunition for shotguns. That 
concept comes full-circle in the form of shredder shells, which fire large clusters of the diamondoid 
monomolecular shards common to shard pistols and shredders. Owing to the lower rates of fire of shotguns 
over proper Shredders, a shotgun burst of Shredder Shells is the same as a semiautomatic double-tap, and a 
Shotgun long Burst (full-auto) is the same as a Shredder regular burst. Use the ranges of the shotgun you’re 
firing, but Shredder damage and armor penetration - specifically, -IO AP, 2dl0+5 DV. Of course, if you're 
going to do this a lot, you might as well get a one-handed and far larger-ammo-capacity Shredder. [Trivial] 


Splash 


As with capsule rounds, only instead of being designed to penetrate the target and release their payload 
inside him, Splash shotgun rounds are designed to coat that varmint, or those varmints over there, with three 
doses of your substance of choice. Using a Splash round loaded with liquid thermite and following it up with 
a blast from a Dragon’s Breath shell is not safe, but it is avesome. [Trivial plus payload cost.] 
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